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E-commerce has gradually become an important way for many enterprises and 
businesses. Along with the development of network technology and information 
technology, animation industry has developed, animation industry e-commerce 
infrastructure get comprehensive upgrade, in addition, logistics platform also is 
ceaseless and perfect, the development of electronic commerce environment is 
guaranteed. Due to the popularity of the Internet, consumers are no longer attached to 
the traditional economy, people of personalized products and personalized 
information has a strong demand, to meet people's needs, the animation industry will 
provide tailored to individual needs, which is animation industry an important 
development to is personal preferences and personality into the animation industry. 
This dissertation mainly introduces the design and implementation of a Cartoon 
e-commerce platform for service, the traditional animation industry and current by 
consumers of electronic commerce system together, so that the animation industry to 
better development. Firstly, this dissertation introduces the current animation industry 
commerce system research background and significance, and introduced the related 
technology used in the system, software architecture, UML and J2EE are introduced 
in detail; then analysis the system demand, the feasibility of the system and the 
different roles of demand, system functional requirements and system security 
requirements made detailed analysis. In this dissertation, the system were detailed 
design, including the overall architecture design, logic structure design, each 
functional module design and database design. The platform is designed in this 
dissertation mainly includes the registration and login module, animation module, 
custom animation product sales module, animation entertainment service module, 
order management module, customer service processing module and system 
management module. Finally, the dissertation introduces the the system, shows the 
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